
FIG. 1 



* 




FIG. 2 



U 
Q 

Q 

ru 
m 




CO 

CD 



00 

o 



■AMr 



401 

I 



402 

? 



12 



CPU 



RAM 



404 GS 




-403 



409 

) 



I OP 



410 



DRV 



412 



SP 



20 

> 



14 

> 



MEMORY CARD 



16 
_L_ 



CONTROLLER 



416 

? 



ROM 



413 
2 



414^, 



FIG. 4 




FIG. 5 




FIG. 7 




FIG. 9 




FIG. 11 




FIG. 13 




SET PARAMETERS 



MOVING ACTION 



I 



S4 



YES 




DECIPHER CORRELATED RELATION 
BETWEEN STATE OF CHARACTER 
AND OBSTACLE OBJECT 



DETERMINE 
CHARACTER ACTION 



SET PARAMETERS 



EXECUTE 
CHARACTER ACTION 
I 



FIG. 14 



PERIMETER RANGE 


CHARACTER ACTION 


AD3 


JUMP OVER 


AD2 


JUMP AND CLIMB ONTO ROOF 


AD1 


GRAPS ONTO EDGE AND CLIMB UP 


ADO 



FIG. 16 





-222 



PERIMETER RANGE 


CHARACTER ACTION 


AD3 


DESTROY.DOOR AND ENTER 


AD2 


AD1 


OPEN DOOR AND ENTER 


ADO 



FIG. 19 



I* 



OBa 



a 

s 



FIG. 20 



■228 



PERIMETER RANGE 


CHARACTOR ACTION 


AD3 


RUNNING JUMP 


AD2 


AD1 


STANDING JUMP 


ADO 



FIG. 21 



# # 




# 



232 



PERIMETER RANGE 


CHARACTER ACTION 


AD3 


DESTROY 


AD2 


AD1 


MOVE 


ADO 



FIG. 23 



